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ega Dreamcast Video Game System
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olnm in Whmh you are playing has al! the lights on and 18 wall i,
ames for at least ten to twenty minutes per hour, Thig will rest your ayes, neck, arms and fingers so that you can

personal injury, property damage or malfunction:

moving disc, be sure it has stopped spinning.

h . .'f'ga Dreamcast GD-ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc in

ing other than a Sega Dreamcast consale, especially notin a CD player. -
t allow fingerprints or dirt on either side of the disc.
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] '__EAMCAST VIDEO GAME USE

| can only be used with the Sega Dreamcast video game system. Do not attempt to play this GD-ROM on any other CD playe_}
mage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video game system
tized copying, reproduction, rental, public performance of this game is a violation of applicable laws. The characters and

;iad in this game are purely fictional. Any similarity to other persons, living or dead, is purely coincidental,
.I| L




AME CONTROLS. ... ..
MENU CONTROLS .....
IN GAME CONTROLS ...
USER MODE CONTROLS .
MAIN MENU, .........
STARTING A NEW GAME.
SAVING A GAME. ... ...
GEIfONS = .. .
HEROS o000
CHARACTER ADVANCEMENT
ADVANCEMENTS .
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' i pered tciﬁes were f‘ lled w1th words darker than theu* brcrws Wé-re

"_=.-..-Ie cleared her throat and Qlanced in mH dlf‘ECtlUn. The Oracle walked off
und the corner as Stendahl came over to speak with me.

that he said w1th chafactenstlc resolve il have to show you something now. ' *
' | abruptly found myself being dragged along behind the old man as he
f-_-#rmmedlg thmugh the 1abgrmthme corndars under the castle. | trusted that

0 0o .pletlcm. i

e ﬂﬁf‘th born child of a kin who was a fifth child him-self A traditilcn from ancient times %

[aving reached his study and Iabaratorg, Stendahl bustled about gathering the essentlal items |
d reagents necessary for the magical travel he used to transport me across the land several |
imes in the past. | waited patiently as he finished up his preparations. As per usual, an explanatmn

guld surely be fofthcommg, tor dearlgl I was ab@ut tG undertake angther Jou rneg in service 1
he king‘dﬂm._,,.._ | e . e = | .
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ANT: ‘Never touch the Analog Thumb Pad or R/L
mcast power ON. Failure to observe this warning will resul
stments and will cause the console to malfunction.

{if
k|

ia;f,éonus: Cult of the Wyrm is a I-player gam'é, Before turning the Sega Dre 3% 1
gonnect the controller into the "A” controller port in the front of the Sega Dreamcasi

» INFORMATION: To return to the title screen at any point during game play, simul
and hold the A, B, X, Y and Start Buttons. This will cause the Sega Dreamcast

software and display the title screen. Executing this soft-reset from the title SCre:
- will exit the software and cause Sega Dreamcast main menu to be displayed.

X Button :
] Y Button Expansion Slot 1
A, +—— B Button i
SRR N ——1 A Button i b
Direction Button — & B s RI??:iTFreg? E;
Start Button '

Analog Thumb Pad

Left Trigger
(Trigger L)

Expansion Slot 2

| VISUALMEMORY UNIT (VMU)

Connector

- LCD Screen———

Sleep Button
t Mode Button
' - A Button

Direction Button —
~ {D-Button)




___ Cancel / Revert

{:;33
R
‘i-i_?j 4 ?

Select Current
0phun

i Select/ -
*  Unpause Game

Analog Thumb Pad or Dsgltal Buttﬁn Mwe thmugh menus and hxghhght ChUICES,
A Button — Select current option. .~ e = -
B Button — Cancel current selectmn crr :move back a menu
Start Button - Select current .op%




[Default Settings]

Forward View

X Button
Analog Thumb Pad - Attack _ _

‘Mave / Turn Here Y Button __ Expansion Slot 1

Use ltem / Spell
Direction Button ~— B Button Right Trigger
(D-Button) : Jump _ (Trigger R)
L/BR Switch Magic —— A Button ' Strafe / Roll Right

Shield / Action

. U/D Switeh Weapons

Start Button —
fause Button

Analog Thumb Pad- The Analog Thumb Pad will move your hero about the wdr o
and backward, turning right and left.

L/R Triggers Cseparately) - The triggers allow you to "strafe” left and right, giving yo
control of your hero. Tap them twice in a row and you will do a roll in that direction.
L/R Triggers (simultaneously) — Holding both triggers in at the same time activates Use
A Button — Shield / Action (Open doors or activate objects when facing them.)
B Button — Jump or Flip (1f alreadg in ajr)
X Button - Attack e | o . |
‘When used in CUIHUHCUEITI WJth the A-n-;ailag Thumb Pad pressed:
Up — Thrust (Quick, Light Attack) " -
Left — Normal Swmg (Normal Attack)
Right — Backhand Swing (Normal Attack)
Down - Bash Eﬁverhead Chop that is a Slower Pewerful Attack)
Y Button — Cast Spell or Use Item -
Directional Button Left & nght Switch active spells " ltems
Directional Button Up & Down — Switch weapons.

Start Button — GG 1:0 Pause Menu or if Paused, retu rh tfj game plag

Note: When f!gh‘tmg, 1f gau do 3 5pemfrc swmgs in a row, gcﬂu WJH perform a camho maove on gour
enemy. Learning all of the combo moves is very important to successful fi ghtmg in Draconus.
See the sectu:rn tlﬂEd Cambcs on pages 14-15 for more mfﬁrmatmn. _



‘Analog Thumb Pad
.00k Around Camera

A Button
Automap

Direction Button

(D-Button)

L/R Switch Magic
D Switch Weapons

Start Button i
Pause Game

ith both triggers held, user mode is activated. The camera changes and your hero will sheathe
* eapon to let gau know when this happens The contmls change fmm the normal in game

E- er lﬂok a‘t the worlci

u.l iy

Directional Button Left & nght Smtch actwe spells / ltems.
D rectional Button Up &Dawn Su_ntch weapUIIS (lf apPhcableJ




Use the Analog Thumb Pad or Digital Button to choose an option from this menu, and then g
the A button or START button to select the highlighted option.

New Game - Start a new game. Select a character and begin your quest.
Load Game — Choose one of your saved games and resume your quest.
Options — Choose between different audio and controller options.



@ﬂn at the Mam Menu when NEW GAME is highlighted.
cter: Select your character by pressing left or right with the

he Analog Thumb Pad down to highlight LOAD GAME, and press the Start button.
a saved game, and press the A button to select it.

b Pad or Directional Button to select an emptg slot, and then press the A button to select
. After choosing a slot to save to, the game will save to the VMU.

Location Save: At any time, anywhere within a level, you can perform a location save. This is
t saved on the VMU, but domg this will store your exact location and character information
‘the Sega Dreamcast’s free memory, which gets lost when exiting the level. To perform a
“ation save, follow these steps. First, you need to press the START button to pause the game,
bring up the in- game menu system. On this menu, use the Analog Thumb Pad or Directional
tton to choose SET MARK, and press the A button to select it. Press the A button again on the
menu to confirm you want to save your location. Remember, once you have exited the level by
mpletion or by quitting, your location save is lost because it is not stored on the VMU, Also,
2ase remember that this save is also lost when power is turned off, and after the location save
ost, you can only restore VMU Save games.

[MPORTANT: Never turn off Sega Dreamcast or connect/disconnect VMU'’s, expansion
units, controllers, or other peripherals while saving or loading a game.



Choc:fse between configuration |, 2 or 3.
ose between MONO and STEREO.

) lcultg — Choose between Easy, Medium and Hard.
nematics — Choose to have text on or off during the in-game cinematic
NVith Text or Without Text. '

S | il

'Bﬁi:i"'eﬂng: Before you start each level in Draconus: Cult of the Wgrm, the backgrouﬁé
area will be told to you. Included in this story will often be hints and tips neede
complete the level. Listen closely. {

The levels: After the briefing is over, you will be transported to an area of the level and gx
reign to explore all of the areas of the level. Along your journey, you will encounter many di
enemies and even some allies who will give you information necessary for you to complete yous

On screen status menus: At the bottom of the screen, you will see some important informat
that will help you on your quest as well. Any objects that you carry, along with your remai
health, will be displayed at the bottom of the games screen. You will also be able to tell how m:
blessing wisps you have found by checking the blessing wisp counter icon that is displayed unc
the on screen compass. |



rg level so that you can find all of the blessmg Wisps avaﬂable Blessmg WlSp : arei’f'"l'
-Iaced throughout the 1evels Don t forget to try everything, some of the blessing wisps are

: Some enemies carry certain objects that are key to finishing a level. These enemies will 33:_
o be defeated in order to possess the valuable object they have. Be careful though, these |
ies do not want to give up their treasure, so be ready for a good fight!




Cynric — The Warrior is equally deadly with
sword, axe, or mace: and a decent student of
magic to boot.

Aeowgn — The Sércﬂere.sé :xs naturallg gifted in
spellcraft , but capable Of defendmg herself with
steel as weH



1_“ everg 5 blessing wisps that you have collected in the past level, you will be able to select |

the screen.,

e the Analog Thumb Pad or Dll"ﬁ'CtIGHﬂl Button to select which area of advancement you would
ke to give to your character. Press the A button to see a description of the next advancement in
elected category, and press the A button again to select it or press the B button to choose from

een.

_ are ;';;ImEd by using the Wisps that are Ubtamed mthm the game. YUu are rewarded with five
0 sps at the end of the each level.

:i;rr’?"ﬁ'

dvancement. The amount of blessmg wisps that you have is shown in the bc}ttom left hand side

ifferent category. After choosing your advancement, you will be brought to the VMU save




What g

O Ne
O Gal
O EG
O Ext
O PS
O OP
O 0D

Do you
O Yes
O No




Place
| Pirst Class |
Stamp Here

cho Dominguez, CA 90220 l

——




AOUANCEMENTS ™

]:;elow show all of the advancements for bﬂthilefdi

Fts__

i

il
es:
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Champion

e

Fighter | Warrior Knight

RANK
OFFENSE
DEFENSE Breastplate Helm . Shield | Full Suit

Enchanted Sword Morphblade Sweep Attacks Flaming Weapon

AIRMAGIC | None | Shield | Armor | Lightning

EARTH MAGIC None Healing Shrapnel Improved H'eali_ﬁ_g;___

FIRE MAGIC None Energy Bolt Fireball Pillar of Fire

LWATERM&GIC Nene Iceball Freeze Shards

T TS e == == o

2 3 4

1

Adept Mystie = Mage Enchantress

RANK

OFFENSE | Longsword | Shillelagh = 'F’i-_é.mir_lg Weapon [ Sweep Attacks | ~-------

L b

[DEFENSE [ robes | Neotme  |ocen | vealngwim :
| AIR MAGIC o | Shield = - | Amor . _':L'i:ghtni'r_ﬁi'g e Cham Lightning Tornado

EARTH MAGIC Healing : _ Shrapnel | Improved Healing 'M.et,alstd_rr'f_r_ Earthquake

FIRE MAGIC | Energy Bﬂi{ - | Fireball ' __ Pillar of Fjre Ashes to Ashes | Inferno

LWA.TER M}’\GIC | 1cebali .  Freeze - 'h-afd's_'_ . | Blzzard | Shockwave
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lancdss tol all advancements in level 1. Both heroes begm the‘iew i% a5

rayed out (Fighter Rank with no spells for Cynric; Adept Ra
s for Aeowyn). Additionally, Cynric starts off with the Broadswa
-ements (not shown on chart). |

your hero’s Rank AFTER the lst 6th, 12th, and [7th advancement.fFor exampla
irts the game as a Fighter with no spells When he gains his first advancement, he must '
her the Breastplate or the Enchanted Sword advancement. On his second advancement |
* select the Breastplate or the Enchanted Sword (the one he did not select for his first
tent), or he could choose to become a Warrior. After becoming a Warrior, Cynric would

'he key to successful ﬁghtmg in Draconus, is a masterg 0f the combos. Just poundjng on the buttons
Il get you far, but you Il really start to lek some monster tail if you can master all of these.

combo is done by performing 3 spemﬂc moves in succession. For example if you swing to the
t, swing to the right, and then swing to the left agam your character w;ll perform a combo
ave as a 4th swing.



~ ORDER OF SWINGS
Right - Bash - Bash

NAME OF MOVE

Airborne Two Handed Ba

| Left Bash Bash

llppmg Thrasher

Thrust - Rj'gh_t . :Bash

Flipping Thrasher

Spinning Thrasher

| Thrust - Left - Bash

Double F’Gwer Slash

Big Bash

Left Large S'].El.Sh_.

_ .Fiight_ Large Slash _

Power Thrust -

Left Large Slash | Thrust - Left - Left
Right Large Slash _Thrust Left RJght
.| Power Thrust "_Thrust Leﬁ: Thrust
Power Bash Bash - Bash - Bash
" :nght Spinning Slice Thrust - Bash - Bash

Power Bash

'NAME OF MOVE
Double Thumper

~ ORDER OF SWINGS
Thrust - Bash - Right

Skﬁﬂ Crusher

Left - Kight 'B-as—h.

NAME OF MOVE

Destroyer

Overhead Power Crusher

Right - Left - Bash

Right Power Crush

?j {__Thru st - Ri ght Bash

nght Spinning Thumper

:: Bash - Left - Leﬁ:

Left Power Crush

| Thrust - Left - Lefe

The Automap will show a map of the level you are currentlg playing with key "hot
spots’ cleaﬂg marked on the map. These "hot spots” are locations that you will need
to travel to in order to complete the level. You can also use the N, S, E, W directions
in conjunction with the compass on the main screen to help you find these locations.

Mega Slash _Ri_ght - Left - Bash .
Double Mega Slash Thrust - Right - Bas '
| Mega Back Slash Thrust - Left - Bash
Widow Maker | 'R:'i'gaht 7 Bas’h' - Bash
Right Mega Slash Bash- Left - Right

Th1s optlcm is selected by gcmg into "user mcde bg holdmg both L and R Triggers, and press
the “A button.” Pressmg Start and selecting Map from the menu can also access this.




before the Backlash that destroyed the Old Empire, the Darkwood Forest was a tenth the size
hat it is today. It is the ancestral home of the elvish race, and they still call the ancient part of
e forest home to this day. Even the elves, however, are wary of venturing into the new regions
Darkwood. Many goblins, krujen, and 'other nether humanoids have made the forest ruins
eir homes, and it is quite dangerous to stray from the small areas that the elves keep
-ll-patrUHed However, given the sheer area that the forest has encroached into over the
ars, there must be many ruined sites from the Old Empire worth explarmg for a brave adventurer.



The glorious center of the once-mighty civilization has been reduced to what we now know
the Clrnrnenan Swamp When the Backlash struck entire cmes were engulfed into the huge bubb

trade there is now onlg a beggg wasteland This d:smal swamp is home. te nastg creatures S_
as trolls basmsks and the IHSECtOldS whe have burrwed thelr lairs into the land underneath

buried and Waltsng fer angdne courageous encugh to retrjeve them.



st to the north of civilized territory, shielding us from the barbarian hordes that inhabit the
ppes and tundra country, is a huge mountain chain known as the Sisyphean Mountains. It is |
\own to be home to a large number of Dwarven clans, as well as tribes of advanced lizardmen.
Mining tunnels and subterranean complexes are I“Jddli-'.!d throughout, and a variety of

‘humanoids live deep beneath the snowy peaks. Because of the daunting physical scale of this
ge, however, the territory is mostly uncharted. Be prepared for anything when venturmg

o this region. | - e | o



Ives strongly resemble humans, with a tendency to be slimmer and fairer in
- complexion. While considered to be quite beautiful to most humans, they have a
. vague alien quality that some consider to be a bit disturbing. All of their
/ mannerisms are a bit "off" as viewed threugh human eyes, so they cannot be easily
_mistaken for human. Elven society and human society are on quite friendly terms
 with each other, although there is a preference to stay separate for the most
"'part. The two cultures are just too alien from one another to intermix well, but
trade and diplomatic relations are very friendly.

KRUJEN

Krujen are quite a bit smaller than humans, especially with their hunched
posture. They have a humanoid body and a head that is vaguely dog-like, with a
long snout. Krujen live in highly organized tribal bands, with a strict hierarchy of
leadership. A tribe is prjmanlg a fighting unit, with all members of the tribe
active soldiers. Krujen survive through a combination of raxdlng and extorting
tribute from their more productive neighbors. They are scavengers and pack-rats
by nature, and so a given Krugen tribe will sport an eclectic array of weapons
and armor. As a rule, the leaders claim the better fighting gear, whlle the grunts

have to make do with hand—-me-—dewns or makeshlft equxpment

TROLL .

While trolls are only shghtlg teller than humans, theg are significantly more
massive than humans, due to their large build. Treﬂs have a very primitive culture
based on hunting for food and fightmg for sport. Trolls love to fight, particularly since
it is an opportunity to demonstrate their might. Trolls are straight-ahead fighters,
preferring to slug it out rather than engage in any sort of tactical sparring. Their armor
and ability with a shield make them very good defensive fighters, especially
combined with their natural toughness. Some also have the ability to execute a
rolling attack, which uses their mass and spiked armored shell as a weapon.



common. Armor is extremelg rare, bemg hmlted tU scraps of armar sca e
from battle.

MINOTAUR

Udd ccmbmatmn of man and bull mvented hefore the collapse of the Oid Empr@*_ ’ ,
They tend to roam the land in small bands, pillaging and raiding wherever they
go. They will occasionally throw in with some other race of creature, but their
unstable dispositions tend to make cooperation with others uneasy at best.

SKELETON | |
Skeletons are the animated remains of the dead. The Backlash that destroyed
the Old Empire left behind a number of these walking undead, magically kept
alive all these long years. Many of the skeletons are twisted horrors, attacking
anything living that comes near them. Still others are kept alive by the sheer evil |
of their living selves, and continue their schemes even after death. A few skeletons
are seemingly oblivious to their passing, and continue to live out a shadow Uf
‘their former lives. Usuaﬂg, these skeletons have some Uverwhelmmg purpose
that theg feel theg must accomphsh before Ieavmg the land of the living.

GIANT
The Giant resembles a huge gmtesque human He wears verg pnmltwe clathmg
and occasionally uses scraps of makeshift armor He is very much a loner, mostly
due to his caustic nature, but also because of the amount of food that it takes to |
sustain him. On the other hand, he will often gather‘ a group of subservient |
 beings « of lesser races to serve him. He can keep an entire clan of goblins under |
his cantml for example. His strateqy in combat is simple: try to pound the
csppanent to mush. His reach is greater than the hero’s, and he does tremendous
damage with everg blow.




'ai: I :'.i:-.:; T A
g to perf rm autme tasks for long permds of time with little suafi:ena::___
*"*’”‘gf'& 'braﬁ' afe c:reated fcr batﬂe in Urder 1:0 defenci the 1a1r and to dnve enem1
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fcarapace prmndmg them wﬁh 31gn1f" cant pmtectmn m combat

.!"l:';l:l

_.._-..lAsrLISK o o |

These large six-legged hzards althcuqh seemmglg dxm-wntted and slow are
. actually a quite formidable Uppanent A basilisk's most dangemus weapon is a
" magical eye-beam attack that will paralgze its victim long enough for it to get in
\ .a good chomp or two. A careful warrior will look for the glowing around the
' basilisk’s eyes that precedes the beams. Basilisks can also use a nasty tail attack

that delivers a serious blow. They usually telegraph this attack, though, by

grunting and winding up a little before they swipe.

INSECT QUEEN

The Queen is the undisputed leader of her hive, maintaining a crude telepathic link
to each individual. The goal of the Queen is simply survival of her brood,
expanding her territory as the population of the hive grows. She will direct her
subordinates to collect anything of possible use to the tribe, whether as food or
construction material. The Queen is an msectmd horror, armad with two
razor-sharp attacking blades and a gapmg maw. She stands upnght on two legs,
and is able to run and iaap with- surpnsmg speed and agihtg for a creature so large
as herself Her carapace pmwdes supenar protection agamst enamg blows.

LLIZARDMEN

Lizardmen are mtelhgent bipedal humanmds wnth a vanetg of cultures, from
primitive raiders to advanced communities. Lizardmen are generally organized
into clans, each with its own council of elders. Lizardmen prize intellectual
advancement, and are qu;te exceptional in the realms of magic and science.
Nearly all lizardmen share a common religion that centers around Ssa, the Sun
God, creator of the universe and life, and Father of the Gods. Xcalith-Da’al has
used his knowledge of the lizardman religion to his advantage, and is posing as
an avatar from Ssa, brought to earth to bring the lizardmen to greater glory.



dwarves seem entirely amoral and fanatical.

HELLHOUND - | |
Hellhounds have been bred and raised by the Dark Dwarves to serve as watchdogs |
and combat support troops. Hellhounds are totally loyal to their masters, an |
will viciously attack anyone else wha crosses their path. They are fast and agller ,
and will use their speed in combat to jockey for an opportunity to use thElI“;“f:
razor-sharp bite, Hellhounds get the name from their ability to breathe a small |
fan of flame from their mouths. This fire is fueled by a special type of coal which
the dwarves add to the hounds' food. Watch for the intake of breath that |
precedes an eminent flame attack.

FIRE ELEMENTAL
Elementals are not native to our world. Theg exist onlg on planes of existence
other than our own, and appear here only after being summoned by a pawerful

wizard. Each Element has its own realm of magic, but the most popular sort of

Elemental to summon is from the realm of fire. The malformed, blackened horrors
that are Fire Elementals are able to shoot ﬂames at unwary victims, making |
them an effectwe termr attacker

DRAGON KNIGHT | - |
Dragon Knights are large creatures standing a full two heads taller than a typical |
human male and 51gmfmantlg broader as well Bnght red scaled skin stands out
from their fully armored bodies. These perversions of humans created by
X'calith with powerful magicks, are driven by a natural draconian contempt for
all other types of life. They have no real society of their own, only a slavish |
obedience to the wishes of X'calith. As such theg maintain perfect discipline and .

absolute fearlessness in battle.



cahth' has made out crf captive humans. Do not underestlmate t e
huwever Theg e 1ack the ﬂre—-breathmg ability of the Knights, but

X c:ahth is a dragen came to our world from another plane of existence. X’calith
is a fearsome version of the lesser Dragons that used to inhabit this world, long
. ago. With his huge wings and massive tail, the Great Dragon is over 20 feet tall
" and more than 40 feet long. In combat, X calith can bite with his sharp fangs or
. sweep with his tail, but prefers to hover at a safe distance and breathe flame. His

f”‘ tery breath can be used to either cover a large area close-by, or to shoot explosive

balls of fire at a more distant target. He has an extremely tough scaly skin, which

provides protection against all but the mightiest of blows.

F:
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i g. from use thhIS program

ENT, Inc. software product fails to comply with this limited warr

.aca, atits option, free of charge, the noncomplying Crave Entertainment, [n '
p{i-rchaser postage paid, with proof of purchase to CRAVE ENTERTAINMENT, Ine."

rning the program for warranty replacement please send the original product disc(s) or cartrld‘.,_ Y
lude: (1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly. ﬁn a3
a* describing the defect, the problem(s) you are encountering and the system on which you are running the progn n‘i” (A )
| the program after the 90-day warranty period, but within one year after the date of purchase, please include ch"“ © jﬁ il
u 8. currency per disc or $30 U.S. currency per Cartridge replacement. Note: Certified mail recommended. ﬁﬁ“ﬁ?f

L In the U.S. send to:
ik
" Warranty Replacements o
. Crave Entertainment, Inc. o " b ﬁ%
19645 Rancho Way 4 il f"
Rancho Dominguez, CA 90220

I-ﬁﬂ...}.fa:ﬂl".
Ihis warranty shall not be applicable and shall be void if the defect in the Crave Entertainment, Inc. software product ha@-ﬂ

abuse, unreasonable use, mistreatment, neglect or reasonable wear and tear. IN THIS WARRANTY IS OBLIGATION IN LIE!
(JTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR O BLT_.. 1
ENTERTAINMENT, INC. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES

IN NU EVENT WILL CRAVE ENTERTAINMENT, INC. BE LIABLE FOR ANY DIREET SPECIAL, INCIDENTAL OR CONSEQUENTIAL Bg‘:f
HESULTING FROM POSSESSION, USE OR MALFUNCTION OF THE CRAVE ENTEHTAINMENT INC. SOFTWARE PRODUCT.

Some states do not allow limitations as to how long an :im_piied .wa-rra:nty l'a‘_sts and/or exclusions of liahility may not apply to you. Th
limited warranty gives you specific legal rights and you may also have other rights, which vary from state to state.

CUSTOMER SUPPORT |
You may need only simple instructions to correct a problem with your product. Call the Customer Service Line at 970-392-7022 24 ho
day, 7 days a week. -

If you are looking for Hints & Tips for any Crave Entertainment product, please call:

S - 900-903-4468 $0.95 U.S. dollar per minute
(Canada - 900-67?74463 $1-.-5[] Ca'-n-acii'an dollar per minute

Vust be 18 years or have parent’s jpé.r_mission. Touch tone phone required.

L 5HB RATING

[his product has been rated by the Entertainment Software Rating Board. For information about the ESRB rating, or to commen
nppropriateness of the rating, please contact the ESRB at 1-800-771-3772.
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SI( ATE AS THE LEGENDARY
:Tfo'_'N-Y' ' H:?.QWK._,'_: OR AS ONE OF
N 'I'N_E _Q-T.i-l""E‘_-__l.'!_!_: TOP PROS. WORK
Yo UR w.ﬁy' UP THE RANKS BY

LnNDING SUICIDAL TRICKS IN
BRUTAL COMPETITIONS TO
BECOME THE BEST SKATER ON

THE CIRCUIT. IT'sS TIME TO
GO PRO. PULL OFF HUNDREDS
OF MOVES WITH SUPER -

' SMOOTH CONTROLS. NAIL
INSANE AIRS, GRABS,
 SLIDES, GRINDS, KICK-FLIPS
AND LANDING TRICKS.

Crave Entertainment, 19645 Rancho Way, Rancho Dominguez, CA 90220

Tony Hawk's Pro Skater and Pro Skater are trademarks of Activision, Inc. (c) 1999, 2000 Activision, Inc. Tony Hawk is a trademark of
Tony Hawk. Published and distributed by Crave Entertainment, Inc. under license from Activision, Inc.

Draconus, Cult Of The Wyrm © 2000 by Treyarch Invention. All Rights Reserved. The Treyarch logo is a trademark of Treyarch Invention,
Exclusively licensed and distributed by Crave Entertainment, Inc. under license from Interplay Productions. Draconus, Cult Of The Wyrm,
Crave Entertainment and the Crave Entertainment logos are either registered trademarks or trademarks of Crave Entertainment, In¢, in
the U.S. and other countries. All Rights Reserved. All other trademarks are the property of their respective holders,
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